[bookmark: _GoBack]AERIAL FOOTBALL – RULES


Aerial football is the declared sport for inter-school competition for the fall season.

a. Seven players will comprise a team on the playing field during the course of the game.

· one quarterback or thrower
· six receivers

b. Field Dimensions:

Length – 80 yards, divided into two 10 yard end zones and four 15 yard playing zones.

Width – maximum 40 yards (dependent upon local conditions).

c. Football size – Teams may bring either an intermediate or a junior size game ball.  During the game, teams can select either the ball they have brought or the opponent’s game ball.

d. 1)	Game will consist of four 10 minute quarters, with an additional five plays          	added 	to the end of the 2nd and 4th quarter (excluding kick-offs and converts).

2)	A maximum of 20 seconds will be allowed for huddles. *This count will begin 	once the ball is set back to the line of scrimmage.

e. Coin Toss- A coin toss will occur prior to the opening kick-off.  The winner of the coin toss will have the option of choosing side or choosing the ball. There will be NO option to defer.  A team choosing side, would have that side for the 1st and 3rd quarters.  A team choosing the ball, would have the option of receiving the kick-off at the beginning of the 1st or beginning of the 3rd quarter.  


f. A kick-off will start the game from the kicking team’s first zone marker.  Where the receiving team gains control of the kick-off (or punt), either by catching the ball or grounding the ball, the game will commence (or continue).  In other words, there will be no run backs on kick-offs or punts.

Kick-off – Opponent must be 10 yards from line of scrimmage.
Punt – Opponent may be up to line of scrimmage.

NOTE:	If the ball contacts a receiver and rolls or bounces forward, the ball will be 	scrimmaged from the initial point of contact.

g. A team will have three downs to advance into the next zone.

NOTE:	Any contact with the line means an advancement into the next zone, or a 	touchdown.  If a player touches the side line or end line, he will be considered 	out of bounds

h. 1)	Advancement of the ball will be by passing the ball from behind the line of 	scrimmage.

2)	The ball is considered put in play when the quarterback picks up the ball.  Players 	cannot cross the line of scrimmage before the ball is put in play.  Penalty:  loss of 	down.

3)	The quarterback cannot release the ball beyond the line of scrimmage.  
	Penalty:  loss of down.

4)	There are to be no laterals allowed. As in h.1), the ball must be advanced past the 	line of scrimmage in a forward direction.

5)	Advancement of the ball must be an act of throwing, it cannot be advanced by any 	form of handoff.  The ball must be released at or above shoulder height of the
quarterback.  No form of shuttle pass is allowed.

	6)	If the defender moves across the line of scrimmage with the intention of
	 	screening the quarterback, the defensive team will be assessed a 5-yard penalty.

i. 1)	On reception of the ball by the pass receiver, or on an interception by the 	defending team, the player may then run until tagged with one hand.  Rough 	tagging will result in a 15 yard penalty and automatic first down.  If the rough tag 	occurs in the last zone, the ball will be moved to the one-yard line with first 	down.  Head tags intentional or not are considered rough tagging, unless player is 	ducking while tagged.

2)	If a fumble, following a determined possession of the ball should occur, the team 	in possession shall maintain its possession at the point of fumble (stoppage 	immediately by a whistle sounding), unless it is their third down attempt and they 	have not made it to their next zone.  The ball would then be placed at the disposal 	of the opposing team at the point of the fumble.

j. No blocking will be allowed on any runs.  Penalty for this infraction will be loss of down and 10-yard penalty from spot of infraction.  Defensive blocking (on interception returns) will result in a penalty of 10 yards from point of infraction.

NOTE:	Yardage penalties in the offensive team’s or defensive team’s last zones will 	be half the distance to the goal line.

k. The quarterback or passer will have five seconds as determined by the referee to throw the pass, otherwise the play will be ruled dead, with loss of down.

l. Teams wishing to punt on any down must declare their intention to punt to the opposing team.  When a team decides to punt they cannot proceed until the referees blow the whistle to indicate the receiving team is ready.

m. On pass interference, a first down at the point of infraction will be awarded to the non-offending teams.

NOTE 1):	On Defensive pass interference in the end zone, the offensive team will 	receive the ball first down on the offending team’s 5-yard line or half the 	distance to the goal line if the original line of scrimmage was within the 
	5-yard line.

NOTE 2):	Offensive pass interference 
Remote Zone (Before the ball is thrown)
The ball will be immediately whistled dead and a loss of down will occur.  The offensive team will scrimmage from the same point of scrimmage.  eg. 1st down – 2nd down, 3rd down – loss of possession; last 5 plays – loses one play.

Target Zone (On the ball)
The ball will be immediately whistled dead.
Defense can choose:
Option One – loss of down
Option Two – 10 yard penalty and down repeated
(Remember offensive team must still get to the original first down marker.)

NOTE 3):	If Defensive pass interference occurs on one of the final “five plays” of either 	period, the down will be repeated after the appropriate penalties are assessed.

n. On an interception in the end zone, the ball will be scrimmaged on the 5-yard line, unless the interceptor chooses to run with the ball.

o. When a ball is kicked into the end zone and a point is scored, the ball will be scrimmaged on the first zone line from the goal line.

NOTE:	If no point is scored, the ball will be scrimmaged on the 5-yard line. 

p. A kick-off or punt that travels through the back or side of the end zone, awards the kicking team with one point.   If the ball is not caught in the end zone, a point is awarded. 

q. There will be no “bumping” of receivers off the line of scrimmage.

NOTE:	Referees are to watch for “Pick” plays, as they are illegal

Clarification:  “There must be one yard minimum distance between the offensive players’ nearest shoulders as they cross”.

Scoring:	Touchdown – 6 points;
	Convert (scrimmaged from the 5-yard line) – 1 point;
	Convert (scrimmaged from the 10-yard line) – 2 points;
	Punt – ball not caught or kicked out of the end zone, or rolls into the 
	end zone – 1 point

NOTE:	If punt is caught, no point is scored.

r. Tie Breaking

1) Coin toss – winner will decide whether to go first or second.
2) The team losing the toss will select which end of the field the tie will be broken on.  This end will be used by both teams throughout the tie breaking procedure. 
3) Each team starts at the final 15 yard playing zone.
4) The offensive team has 3 downs to score a touchdown.  If a touchdown is scored, the scoring team will have the option of a 1 or 2 point convert.  Convert distances will remain the same as during regulation play.  NO points will be awarded for a ball not caught or kicked out of the end zone, or that rolls into the end zone during overtime.
5) The opposing team must match the first team’s conversion to continue the overtime.  This process continues until a winner is determined.  

s. Time Outs
	1.	1 per quarter with a duration of 2 minutes
	2.	1 during overtime

t. After the change of possession or after a timeout, the offensive team must huddle prior to running play.
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